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WARNING: 

Read before us**o your Atari vioeo entertainment system. 

A very small percentage of individuals may experience epileptic seizures when exposed to certain hght patterns 
Exposure to these patterns or backgrounds on a television screen or whte playing video games may induce an 
epileptic seizure m these individuals Certain conations may induce previously undetected epiiepbc symptoms 
even m persons who have no history of epilepsy If you. or anyone in your family, has an epileptic condition, 
consult your physician poor to playing II you experience any of tho toSowmg symptoms while playing a vidoo 
game-dizziness, altered vision, eye or muscle twitches, loss of awareness disorientation, any involuntary 
movement, or convulsions - IMMEDIATELY dBcontmue use and consult your physician before resuming play 

To OWNERS Of PROJECTION TELEVISIONS. 

Still pictures or images may cause permanent picture-tube damage or mark the phosphor of the CRT. Avoid 
repeated or extended use of video games on large-screen projection televisions 

Atari Corporation is unable to guarantee the accuracy of printed material after the date of publication and 
disclaims lability for changes, errors or omssions. Reproduction of this document or of any portion of its 
contents is not allowed without the specific written consent of Alan Corporation. 

Cybermorph is a trademark of Alan Corporation 

Atari, the Alan logo and Jaguar are trademarks or roistered of Alan Corporation Copyright 1993 Alan 
Corporation. All rights reserved. 
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INTRODUCTION 


The Gcloctic Woi hos begun, end the ultimate weapon has been created: robotic technologies 
that con rebuild themselves. As the evil Pemitio Empire odds plonet after planet to its giowing 
empire, their regenerative technology becomes permanently entrenched. 


Fortunately, youc forces had new weapons designed... unfortunately, they were seized by the 
enemy. The weapons, along with supplies ond information, were sealed into pods. Some of the 
key designers were cryogenicdy suspended and put into the pods os well. 



You have been assigned to pilot the only prototype fighter aoft in existence: the (ybermorph 
Tronsmogriffon, or T-Gnffon, a morphing attock croft. Although usable only in planetary 
atmospheres, it can be transported between wodds by intersoloi cruisers, ond hos it's own 
re-entry and retrieval systems. 

The T-Griffon con follow terrain extremely close at high speeds. It con also hover ond fly 
backwards by altering its shape. Ir ran witnstond extreme damage by regenerating ports, using 
technology similar to that used by the Petrutiu Empire. The T-Griffon also features o holographic 
intelligence agent named Skytar, who will give you crucial battle information. 

You must recover the pods so the resistance fighters will have the weapons, equipment and 
expertise necessorv to stop the spread of the Pemitic Empire Skylar will keep you informed ol 

newly downloaded intelligence about the planet's surface. When you recover the number of pods 
known to be in the sector, Skylar activates the retrieval rode and the beom portol opens which 
will toke you to another sector. 


GETTING STARTED 

1. Insert your JAGUAR Cybermotph cartridge into the cartridge slot of your JAGUAR 64-bit 
Interactive Multimedia System. 

2. Insert the Cybermorph overlay in the Jaguar Controller's keypad slot. 

3. Press the POWER button. 

4. Press any button to discontinue the Title Screens. 

If for any reason your cartridge does not load, or you only see o red screen, refer to the 
warranty information included with your JAGUAR cartridge. 


GAME CONTROLS (see Fig.l) 

A Forward thrust 

B Fire Weopon 

C Broke/Bockward thrust 

OPTION Toggle through main weopon ordinance © 

PAUSE Will pause the gome action. © 

While in Pause Mode you moy press any button ond press the Joypod left or 
right to change the volume of the following: 

A = Skylar volume; B = sound effects volume; C= engine volume. 



JOYPAD LEFT Turn left 

JOYPAD RIGHT Turn right 0 

JOYPAD UP Dive w 

JOYPAD DOWN Climb 

CONTROL OPTIONS 

You con reconfigure your controls by pressing the Option key whie on the ride screen. This brings up 
the Control Options screen Press up or down on ihe connote* to change the A, B, ond C functions 
Press left or right on the controller to change the Up and Down functions. Once you have set up the 
controls you wont, press A, B or C to exit the Control Options screen and return to Ihe life screen. ~ 

Volume, Controls, and High Score information ore retained in the cartridge even if you hove turned 
off your JAGUAR 64-bit Interactive Multimedia System. The cartridge will store up to 100,000 
changes. After 100,000 changes have been recorded, no more chonoes will be retained. To clear 
die currently soved changes, press *, option, ond * while on the CONTROL OPTIONS screen. 

KEYPAD OVERLAY (see Fig.ll) 

1,2,3 O Super Weapon ties a Super Weapon if available. 

4 <8> Cross-hair Toggle turns the aoss-hair on or off (unless in cockpit mode). 

5 Forward View is the view in front of you, including the T-Griffon. 

6 Cockpit View is like forward view without the T-Griffon on saeen. 

7 O Left View is from the port side of the T-Griffon. 

8 © Rear View s Ihe view behind you, including the T-Griffon. 

9 O Right View is from the stortward side of the T-Griffon. 

o O Music toggles main music on and off 

.,# Pressing the ond "#* together will reset Ihe game. 


WEAPONS 


Single Shot is the lecst effective, but has unlimited ammo, so shoot oway! 

( 4 ) Rapid Fire con hie ony shots at a much foster rate, but tuns out at end of a level ot 
when you lose your ship. 

^ Twin Shot files two shots at a time and lepioces Single Shot when available. 

^ Three-way Shot files three spreading shots ot a time. 
m Cruise Bombs drop to the ground and fly foiward, following the terrain. 

Incinerators ; .e D wide stream of deadly flames. 

£ Mines can be dropped just below you craft, and wfl stay there until they go off. Nearby 
enemies 01 buildings wil set them off, otherwise they explode afiei 0 few seconds. 

The moximum ammunition the TGiiffon con cony for eoch weapon type is 50 rounds. Ammo 
con be replenished with Weapon Coins (see below). 


jSUPER WEAPONS 

The Tiansmogriffon has three special weopons Available. Only one type con be corned at a 
time, and only 5 rounds of eoch type con be held. Any Super Weapon will eliminate bioblobs 
on the T-Griffon. 

(j) Thunderquokers destroy oil neoiby enemies. 

0 Nitros give a burst of speed beyond normal. Your ship is also protected from most types 
of damage while in Nitro mode. 

<£ Detonators will destroy most nearby buildings. 

POWERUP COINS 

Energy Coins recover 1/4 of your total power. Weopon Coins give you between 20 and 
50 rounds of ommo for a specific weopon type. 

Superweapon Coins give you two rounds of ommo for 0 specific superweopon. 

X Coins give you one extra T-Griffon. 

Power Rings give you full power when you fly through them. They tan only be used once. 
Bonus Rings are hard to find, but if you fly through these dark blue rings, you will be 
aworded a bonus worid to explore! There is one bonus ring per sector. 


PLANET SELECTION SCREEN 


Each sector consists of eight planets. Using the Joypad, place the cursor over the plonet 
you plan to liberate hist and press the A button. Once you have finished the lost plonet in 
o sector you must survive the sector's final world, which is quite o challenge thanks to the 
Pernitions! Only then con you get the codes that ollow you to go to other sectors. 

GAME PLAY (see Fig.lll) 

O Score displays your current score 
© Number of Ships is the number of regenerations remoining. 

© Skylar is your holographic advisor who intermittently appears. 

O Cross-hair helps you oim your weapons. 

© Speed shows your speed forwotd (green) or bockword (blue). 

G Shield Meier is the amount of power your shields hove. When you shields ore 
depleted, you lose a ship. 

O Twin Shot, Three Way, Cruise Boms, Mine and Incinerator icons will be 
displayed when available. When selected, the ommo count will be displayed in white. 

© Message Window is where the latest information appears. This also keeps hock of 
the total number of pods detected on the world. If pods are destroyed by Vortex Towers 
(see Buildings), this number will go down, so bony! 

O Super Weapon displays which Super Weopon (if ony) is currently available. Only one 
Super Weopon con be held at a time. 

© Pod Counter displays the number of pods required to dear the plonet. Sometimes a 
world will hove more pods than is required! 

© Altimeter displays you altitude. The bottom white line is sea level, the top white line 
is youi ceiling height. The T-Griffon connol dimb obove ceiling height, so you moy hove 
to fly oround some mountoins. You height is displayed with o block bat. The wide pink 
bar displays the height of the ground directly in front of you. 

© Scanner displays your enemies as red skulls (hostile) or green skulls (passive). A white 
'X' marks the Vortex Towers. Yellow dromonds show pods that can be collected. A yellow 
arrow points toward the nearest pods, or the exit portal if it is open. White triangles 
point toward the neorest Vortex Tower if ony ore nearby. Squares designate teleporters. 

OBJECTIVE 

You must collect the pods on eight worlds in order to free o sector from the Pernitio 
Empire ond establish o strategic bose for resistance. Ultimately you must dear the fifth 
sector to defeat the Pernitio Empire! 


VORTEX TOWERS 


The Peinitio Empire hos token o bold step in stopping you—they ore trying to destroy the 
pods you so desperately need. The only thing that ton destroy a pod is raw antimatter, so the 
Pernitians hove developed Vortex Towers to generate antimatter fields. They have installed 
Vortex Towers on some of the worlds that utterly destroy the pods, fortunately, the T-Griffon 
is unaffected by these Vortex Towers, but pods ore lost forever if they are touched by the 
black ontknatter that Vortex Towers generate. 

TELEPORTERS 

Some worlds still retain a system of teleporters built before the arrival of the Pemitia Empire. 
These spinning devices can be used by the T-Griffon to get into hard to reoch areas on the 
world. Fortunately, the Pemitia do not know how to use them or how to destroy them. 

Simply fly into the center, ond the T-Griffon will be teleported to o matching teleporter on the 
other end. 

BUILDINGS 

Pod Prisons contain pods and must be shot open. Pods in prisons will not show up on Hie 
l scanner until they have been released. 

' Force Fields prevent the T-Griffon from passing through certain areas. 

Power Stations power the Force Fields. If destroyed, the force field will turn off 
Spikes pop out of the ground, preventing the T-Griffon from capturing a pod. 

Spike Stations control the spikes If destroyed, the spikes ore deactivated. 

Bunkers can contain a number of differed! items, ond must be shot open to reveal the item inside. 
Radar helps the enemy navigate. If destroyed, some enemies are frozen. 

SCORING 

Enemy Hit: 50 points 
Enemy Destroyed: 150 points 
Building Destroyed: 200 points 
Vortex Tower Hit: 100 points 
Poo picked up: 200 points 
Ik coin: 1000 points 
2k coin: 2000 points 

Extra pods recovered: 5000 points eoch, awarded on the debriefing screen. 

An extra ship is oworded every 50,000 points, when o level is completed. 



STRATEGY & HINTS 


Leom your woy oround the levels. Practice levels ttiot you ore having trouble with by entering 
the sector code and trying the world right awoy. The order in which you conquer wodds may 
affect how easy they ore to complete. Keep your eyes open for special buildings ond 
items—they may be critical to the liberation of a wockl! 

Enemies: Most enemies can be avoided with some fast flying. Some enemies will stay in 
one area, others rove oround. Watch your scanner for hostile enemies. You con HI enemies 
that are chasing you by flying backwards and firing. If a hostile enemy is not near something 
you need, it is generally best to ovoid them. Keep your eyes open lor Pod Carriers that move 
pods (often near a Vortex Tower), raid Cargo Corners towing powerups. 

Crashing: Don't try to ffy ovec mountoms that are too high—go oround them or try to 
find teleporters that will get you past them. Some buildings ore quite sturdy. The T-Griffon's 
terrain-following will not ovoid buildings, so be careful about crashing into them—especially 
when flying backwards. Wotch out for enemies that try to ram into you. 

Poos: When picking up pods, tty to stay low to the ground Remember that pods may be 
hidden inside prisons. Wotch your sconner for the location of nearby pods. Remember that if 
a Vortex Tower destroys too many of your pods you will have to do the planet ovei agoin, 
so quickly collect pods that are in danger. 

Weapons: If you ore having double aiming, try turning on the cross-hairs or flying in 
cockpit mode. Mines ore a good woy to kill enemies that ore chasing you. Cruise bombs oie 

S weapons against ground enemies ond buildings. Incinerators will octuolly go up o slope 
y hit it, and are good for killing gtoundbased enemies. Remember that most weapons 
need ammo, so use them wisely and watch for weopon powerup coins if you ate running low 
Some worlds have more of one weopon type than others. Use superweopons wisely—they 
con be very effective if used in the right woy. 
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